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GREETINGS 


The Vestiges Resurgent is divided into three 
seperate scenarios. Each of these scenarios can 

be played as a stand alone mission or they can be 
played sequentially as a mini-campaign. They are 
specifically designed to be played in sequence, with 
the overall winner determined by the final scenario. 
The scenarios require the 2-Player Starter Set and 
the Enclave Wave Expansion Card Pack. 


During these scenarios, one player will be referred 
to as the Locals and the other will be referred to 
as the Enclave. The forces of either side can be 
comprised of any faction of your choice, but the 
Enclave side is thematically better suited to Units 
belonging to the Enclave faction. 


First, to set the scene, each player should read 
the Introduction for their side ONLY, found on 
the last page of the scenario pack. Before starting 
each scenario, players should read the opening 
‘Story’ section in the scenario’s details aloud. 


At the end of each scenario, each player turns to the 
last page of the scenario pack, and reads the sections 


of ONLY their outcome that apply, given the result of 


the scenario they have just played. 


WARNING 


To.avoid any spoilers. players should try 
NOT to read ahead, or read each other’s 


sections, unless specifically instructed to 
do so. 


Each scenario shows a list of Wasteland cards, 
called the ‘Curated Wasteland’. These are 
suggested decks of cards for the Wasteland which 
are tailored to provide a specific theme for the 
scenario. The Curated Wasteland decks should 
each be shuffled before starting. Players are free 
to use any mixture of cards they wish instead. For 
ease of recognition, cards marked in bold are those 
which are new in the Enclave Wave Expansion 
Card Pack. 


The suggested forces provided are exactly that — 


suggestions that can get you playing quickly and 
easily. To create these, you will need the Enclave 
Wave Expansion Card Pack and the 2-Player 
Starter Set. You can also create your own forces 
using any of the expansions from the 

range. 


AI SETTINGS 


Each Scenario contains AI settings for both the Enclave and the Locals. 
These will be located in a grey sidebar with the AI logo shown above. 


When allocating rewards/penalties due to the 


outcomes of previous scenarios, the player 
must decide how to allocate them by choosing 
what would be the most disadvantageous for 
themselves. The same is true for the AI for 
using any Boost cards they have gained. 


The Al’s Objective and its Subject will 
be written as follows: Objective : 
[Subject]; for example, if the AI is f 
to kill the enemy leader, meaning 
the Objective is ‘Defeat’ and the 
Subject is the enemy leader, 
then this will be written as 
‘Defeat [Enemy Leader]’. 
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FROM THE PAST 


STORY 


Before the Great War, a shadow government within 
the United States set up numerous military bases 
throughout the country. Although many of these 
were looted or destroyed, some still exist, and make 
convenient shelters from the harsh environment. 
One such outpost was so well stocked that its 
current residents have enjoyed a prosperous and 
relatively easy life, until recently. In the last week, 
their communications with other settlements ceased 
and their scouts have not come back from routine 
patrols. The base’s original owners have returned... 


SCENARIO RULES 


‘In this sceriario the Enclave force must assault 
°Site Q”, a pre-war installation, in the hope of 
finding the resources needed to repair their 
deteriorating equipment and armor. The Locals 
currently inhabiting the Command Post must 
gather as much equipment as possible before 
retreating from the superior invading force. 


The Enclave must adhere to the Clunky Power 
Armor special rule whilst the Locals must adhere to 
the Scattered Defenders special rule. 


Clunky Power Armor 

When a non-leader or non-heroic model wearing 
Power Armor is Activated, roll . Assign the 
following Tokens to.the activating model in 


accordance with the result. 


«-@ 


of = 2) @ and discard at start of next 


activation. 


Scattered Defenders 

At the beginning of each round from Round 2 
onwards, flip the Luck Token, If lucky, place a 
number of undeployed models in contact with the 
Locals’ deployment zone, as shown in the table. 


SCATTERED DEEFNDERS 
NUMBER OF LOCALS MODELS 


ROUND NUMBER 


3 2 
4 3 
5) 4 
6 5) 


Game Duration: 6 rounds 
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ENCLAVE 


In this scenario, the AI settings can change between two phases. All AI 
models start the scenario at Phase 1. A model changes to Phase 2 once 
the Enclave has more models within Yellow of the Command Post than 
the Locals. 


Phase 1 - 
Objective: Go To [Command Post] 


Phase 2 
Objective: Defend [Command Post] 


LOCALS 


Objective 1: Cattle Rustler 

At the start of each AI model’s actions, determine a model’s current 
Objective by running down the list below, and using the first criteria that 
matches the model’s situation. 


‘1. The model could collect a Searchable during this activation: 


Objective 1 

2. There is a Searchable within @): Objective 1 

3. The Enclave force have more models within Yellow of the Command 
Post than the Locals: Objective 2 

4. Otherwise: Objective 3 


Objectives 

Objective 1: Use [Searchable Marker] 
Ignore Searchables with a Ready/Unready unengaged 
friendly model within Yellow (excluding self). 
Ignore Searchables that require expertise that the 
activating model does not have the relevant skill for. 


Subject priority is: 


|. Searchable that can be reached in a single Move 

2. Searchable that can be reached in two Moves 

3. Nearest Searchable not within two Moves of 
opposing model 

4. Nearest Searchable 


Objective 2: Go to [Command Post] 


Objective 3: Protect [Command Post] 


VICTORY CONDITIONS 


RESULT CONDITION 


Enclave Win Gain 1 Counting Token for having more models within Yellow of the 
Command Post at the end of the round 
Locals Win Gain 1 Counting Token for each Searchable searched 


~ BATTLEFIELD SET-UP 


This scenario is played on a 3 foot x 3 foot 
(90cm x 90cm) table. 


|. Place a Blank Investigation Marker 
Red distance from the center of the Locals’ 
deployment edge, this is designated the 
Command Post. 


2. Mark out an area of Difficult Terrain, Green 
distance from the Command Post toward the 
Enclave deployment zone. ; 


3. In addition to the objects shown on the map, 
place terrain that breaks LoS and adds cover. 
Only place small pieces of cover within the area 
of Difficult Terrain. Refer to the F:WW Terrain 
Guide, if needed. 


4. Starting with the Enclave player, alternate 
placing Searchables within the area of 
Difficult Terrain, Yellow away from each other 


and Red away from the Locals deployment zone. 


“ODXDD 
XLKLA 


5. Split the Locals force into two groups and 
assign one of the groups as ‘lucky’, the other as 
‘unlucky’. Flip the Luck Token, then, depending 
on the result, deploy the lucky or unlucky 
group within the Locals deployment zone. The 


remaining models may still enter the battlefield _ 


via the Scattered Defenders special rule. 


6. The Enclave player then deploys their entire 
force within the Enclave deployment zone. 


Terrain Pack Suggestions 

To get the most out of this scenario, we suggest 
using the Vault Tec Lockers, Military 
Barricades and Cases & Crates. 


ENCLAVE DEPLOYMENT ZONE 


SCAU Wie tO PI 


ad 


4 


DIFFICULT TERRAIN 


NOT TO SCALE 


CURATED WASTELAND 


The Curated Wasteland reflects a half looted emplacement inhabited by 
Wastelanders. 


ens ie 


Blood Pack Dust Cloud 
Chinese Officer's Sword Siren 
Combat Rifle Gusts of Wind 
Damaged Hazmat Suit Distant Gunfire 
Dirty Wastelander Turret Awakes 
Plasma Rifle Vertibirds Overhead 
Stealth Boy 
simak ae 
Buried Grenade 
Foul Odor 
Shocking 


_ SUGGESTED FORCES 


ENCLAVE (247 CAPS) SURVIVORS (246 CAPS) 


. Enclave Soldier 80 Scavenger 42 
Combat Rifle 14 Bolt-Action Pipe Rifle 10 
Enclave Power Armor 60 Settler 40 


Combat Rifle 14 
Enslaved Tech 35 


Enclave trainee 40 


10MM Pistol 6 


Enclave trainee 40 lead Pipe 12 
Laser Pistol 7 Pipe Pistol 3 
Dog 90 
; Dog bite 
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INTRODUCTIONS & OOTCOMES 


THE ENCLAVE 


Introduction 

The Enclave might not be at full strength, but that doesn’t 
mean we won’ fight to rebuild. We need to establish a new base. 
One with a defensible position. We know where to find some 
replacement equipment, and with a little determination, we'll 
restore this once great nation to its former glory! 


Scenario 1: From the Past 

Victory: None can stand in the way of the inevitable march of 

progress! This base is reclaimed and is the perfect location to 

build up our strength. Now to look around for some upgrades, 

maybe even some fresh recruits... 

= Scenario 2: Keep two items collected in this scenario and 
assign each to a separate unit in your force. 

@ Scenario 3: Draw three Boost cards and keep two. 


Defeat: Curse the Locals! Running away with their tails 

between their legs and taking all the resources with them. This 

will slow us down, but there should be more gear beneath the 

surface. They had better hope we don’t cross paths again... 

= Scenario 3: Trade in all item cards collected in the scenario 
to draw three Boost cards and keep one. 
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